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CLAIMS 

What is claimed is: t 

1. A computerized method of generating and rendering over a 
digital communications network a perspective view of a three- 
dimensional object that can exist I in the real world located 
within, surrounding, or in front pf, a three-dimensional scene 
that can also exist in the real wjorld, the method of presenting a 
perspective image of a 3D object /in a 3D scene comprising: 

producing at a first computer upon a digital communications 
network / 

(la) a 3D model of the/ background, or, equivalently , 
(lb) precursors of the 3D background model, or, equivalently, (lc) 
one or more related 2D views of /the background scene suitable to 
serve as precursors of the 3D background model, 

(2) associated dimensp-onal information of the 
particular 3D scene, and I 

(3) a selected suitably- real -world object; and 
transmitting from the first computer upon the digital 

communications network the information (l)-(3); 

receiving at another, seccpnd, computer upon the digital 
communications network the information (l)-(3); 

deriving in the second computer (4) a 3D background model of 
the represented and selected 3II> background scene; and 

combining in the second computer the information (l)-(3) and 
the (4) derived 3D background acene model to assemble in 
consideration of (5) obj ect -based rules as to how the selected 3D 
object exists within the 3D scene, to produce (6) a 3D perspective 
view of the selected object properly scaled, located and oriented 
relative to the 3D scene; and toen 

transmitting from the seconti computer upon the digital 
communications network the (6) perspective view; and 

receiving at the first computer upon the digital 
communications network this (6) perspective view; and 
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displaying at the first computer this (8) perspective view; 

wherein, given a particular 3D scene with which is associated 
a 3D mode, and a selected objeot with which is associated a 
selected 3D model, and location of the 3D object within the 3D 
scene, permits generation of af 3D perspective view of the selected 
suitably-real-world 3D object/ properly scaled, within the 
selected suitably- real -world /3D scene; 

wherein image selectiory made interactively over a digital 
network transpiring entirely in 2D supports the generation of a 3D 
perspective view showing a /3D object located and oriented within a 
3D scene. 
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2 . The method according/ to claim 1 

exercised to the purpose that a prospective purchaser of the 
suitably-real-world 3D object may be rendered a 3D perspective 
view of a 3D object that/ is virtual within the suitably-real-world 
3D scene, 

wherein if the objict and/or the scene shown in the 
perspective view do not/ actually exist, either or both object and 
scene could so exist. 



3 . The method accord 

wherein the (3 ) s^i 
the form of a 2D iconi 
associated object that 
obj ect . 



ng to claim 1 

itably-real -world 3D object is selected in 

image, the 2D iconic image representing an 
is the selected suitably-real-world 3D 



4. The method according to claim 3 



wherein the icon 



first computer to produce (3a) placement and rotational 



information regarding 
selected object is to 
wherein the combi 



is selectively placed and rotated at the 



where and at what positional attitude the 
oe placed within the selected 3D scene; and 
ling in the second computer of the 



information (l)-(3) and the (4) derived 3D background scene model 



# 
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to assemble in consideration of (5) object-based rules as to how 
the selected 3D object exiists within the 3D scene, is further in 
consideration of the (3a) /placement and rotational information, to 
produce (6) the 3D perspective view of the selected object 
properly scaled, located /and oriented relative to the 3D scene. 
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5 . The method according to claim 1 

wherein the producing at the first computer is further of 
(3a) a 3D model of the /selected suitably-real -world object; and 

wherein the combining in the second computer is further of 
the (3a) 3D model of tjfie selected suitably real-world object to 
produce the (6) 3D perspective view; 

wherein the model] of the selected suitably- real -world object 
originates at the first computer. 



6 . The method accorcji 

wherein the mode 
object not for sale. 



_ng to claim 6 

originated at the first computer is of an 



7. The method accord 
wherein the comb:. 

(4a) a 3D model of the 

produce the (6) 3D pei 
wherein the model 

originates at the seed 



ing to claim 1 

ning in the second computer is further of a 

selected suitably real-world object to 
spective view, 
of the selected suitably-real-world object 
d computer. 
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8. The method according to claim 6 

wherein the model \originated at the second computer is of an 
object for sale. 



9. The method according to claim 1 

wherein the producing at the first computer is further of 
(3a) placement and rotational information regarding where and at 
what positional attitude tvhe selected object is to be placed 
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within the selected 3$ scene; and 

wherein the combining in the second computer of the 
information (l)-(3) and the (4) derived 3D background scene model 
to assemble in consideration of (5) object-based rules as to how 
the selected 3D object exists within the 3D scene, is further in 
consideration of the (3a) placement and rotational information, to 
produce (6) the 3D perspective view of the selected object 
properly scaled, ideated and oriented relative to the 3D scene; 

wherein the placement and rotation information originates at 
the first computer/, 
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10. The method according to claim 9 

wherein the placement and rotation information originating at 



the first comput 
within a room. 



11 . 



er concerns location and attitude of furnishings 



ac 



The method 
wherein the 
information (1)- 
is further of (4 
to assemble in c 
the selected 3D 
produce (6) the 
properly scaled, 
wherein the 
the second compute 



12 . The method 

wherein the 
the second compu 
upon a head. 



cording to claim 1 
combining in the second computer of the 
3) and the (4) derived 3D background scene model 
) placement and rotational information in order 
sideration of (5) object-based rules as to how 
ect exists within the 3D scene, and so as to 
D perspective view of the selected object 
located and oriented relative to the 3D scene; 
placement and rotation information originates at 
r . 
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according to claim 10 

placement and rotation information originating at 
er concerns location and attitude of eyeglasses 
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13. A computerised method of generating and rendering over a 
digital communications network a perspective view of a three- 



dimensional object that can exist in the real world located within 
a three-dimensional space that/ can also exist in the real world, 
the method of presenting a perspective image of a 3D object in a 
3D space comprising: 

generating at a client Computer upon a digital communications 
network 

(i) one or more 2Df images representing an associated 
particular suitably-real-world 3D scene in which 3D scene a 
suitably-real-world 3D ohjelct can exist, 

(ii) associated dimensional information of the 
particular 3D scene as appears within a particular 2D image, 

(iii) a selected 2D iconic image representing an 
associated selected suitattly-real-world 3D object, and 

(iv) placement and rotational information regarding 
where and at what positional attitude the selected 3D object 
represented by the selected iconic image is to be placed within 
the selected 3D scene; 

transmitting from the first computer upon the digital 
communications network t/he information (i) - (iv) ; 

receiving at another, second, computer upon the digital 
communications network the information (i)'-(iv); 

combining in the second computer this information (i) - (iv) 
with (v) a photographically or virtually derived 3D 

model of the represented and selected 3D scene, 

(vi) a 3D mocel of the selected 3D object that is 
:cted 2D iconic image, and 

based rules as to how the 3D object exists 



represented by the sele 

(vii) object 
within the 3D scene, 
in order to generate iii 



scaled, located and or:. 

transmitting from 
communications network 

receiving at the f 



this second computer 



(viii) a 3D perspective view of the 3D object properly 



ented within the 3D scene; and then 
the second computer upon the digital 
the (viii) perspective view; and 
irst computer upon the digital 



53 - 



10 



communications network this (viii) perspective view; and 

displaying at the first computer this (viii) perspective 
view; wherein, given a particular 3D scene, selection of an 

iconic image with which is associated a selected 3D model, and 
location of the 3D object wibriin the 3D scene, permits generation 
of a 3D perspective view of ythe selected suitably-real-world 3D 
object, properly scaled, wijchin the selected suitably-real-world 
3D scene; 

wherein image selection made interactively over a digital 
network transpiring entirely in 2D supports the generation of a 3D 
perspective view showing /a 3D object located and oriented within a 
3D scene. 



==S 14 . The method according to claim 13 

:=p exercised to the purpose that a prospective purchaser of the 

! S I5 suitably-real-world 3D/ object may be rendered a 3D perspective 

□ view of a 3D object tljat is virtual within the suitably-real-world 

'"^ 3D scene, 

:=n wherein if the object and/or the scene shown in the 

50 perspective view do rjot actually exist, either or both object and 

: .Mo scene could so exist 



15. The method according to claim 14 . 

wherein the combining is of (i) a particular 2D image 
representing a room,! and (iii) a selected 2D icon representing a 
room furnishing, witjh (v) a 3D model of the room, (vi) a 3D model 

25 of the furnishing, and (vii) object-based rules to the effect that 
the furnishing is upon a floor, aa wall or a ceiling of the room, 
in order to generate (viii) a 3D perspective view of the room 
furnishing properly located and oriented within the room; 

wherein a prospective purchaser of the real-world room 

30 furnishing may be rendered a perspective view of a suitably-real- 
world room furnishing properly located and oriented within a real- 
world room. 
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16 . The method according! to claim 15 

wherein the suitably!- real-world room furnishing rendered in 
3D perspective view alreapy exists in the world, and can be 
ordered by the prospective purchaser. 

17. The method according to claim 15 

wherein the suitabl^- real -world room furnishing rendered in 
3D perspective view does not yet exist in the world, and must be 
built when ordered by tie prospective purchaser. 



: 15 



18. The method according to claim 14 
10 wherein the combining is of (i) a particular 2D image 

y representing a human hiad, and (iii) a selected 2D icon 

:5 representing eyeglasses, with (v) a 3D model of the human head, 

«p (vi) a 3D model of the! eyeglasses, and (vii) object-based rules to 

the effect that temple pieces of the eyeglasses slip over ears of 
the human head that ii the subject of the 3D model while each lens 
'"^ of the eyeglasses is centered in front of an eye of the human 

=n head, in order to generate (viii) a 3D perspective view of the 

■0 eyeglasses properly lpcated and oriented upon and fitted to the 

.f. human head; 

:|0 wherein a prospective purchaser of the real -world eyeglasses 

3 may be rendered a perspective view of the eyeglasses properly 

located and orientedjupon, and fitted to, the purchaser's own 

human head. 



19. The method according to claim 18 
25 wherein the suitably-real-world eyeglasses rendered in 3D 

perspective view already exist in the world, and can be ordered by 
the prospective purchaser. 
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20. The method according to claim 15 

wherein the suitably-real-world room eyeglasses rendered in 
3D perspective view dp not yet exist in the world, and must be 
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21. The method according to claim 13 performed interactively 
between a server computer/ and a client computer upon a digital 
communications network, tihe method further comprising: 

communicating from tihe server computer upon a digital 
communications network tp a client a plurality of iconic images of 
suitably-real -world objects; 

selecting at the client computer (iii) a selected 2D iconic 
image from among the plurality of images as does correspond to a 
selected suitably-real-fworld object; 

sizing and placing at the client computer the selected icon 
within the selected real -world 2D scene image; 

communicating from a client computer to the server computer 
upon a digital communications network (i) a 2D image of a 
suitably-real-world space, and (iii) the sized and placed selected 
iconic image within tne suitably-real -world 2D scene image ; 

generating, at tne server computer from (v) the 3D model of 
the suitably-real-world space and (vi) the 3D model of the 
suitably-real-world object and the object-based rules, a (viii) 3D 



perspective view of t 
located and oriented 



le suitably-real -world object properly 
within the suitably-real -world space; and 



communicating from the server computer upon the digital 



communications networ 
the client computer; 

displaying at ti 
perspective view; 

wherein from (vd 



suitably- real -world 



c (viii) the generated 3D perspective view to 
and 

e client computer (viii) the generated 3D 
ii) this 3D perspective view the suitably- 



real-world object properly located and oriented within the 



pace may be observed. 



sthod of promoting and selling real -world 



22. An interactive m 
obj ects comprising : 

originating at a Iserver upon a digital communications network 
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of 2D images depicting real- 



(1) a first plurality/of 2D images depicting real-world 

3D scenes, 

(2) a second pluralit 
world 3D objects, 

(3) a third plurality of 2D icons corresponding to the 
second plurality of 2D images depicting real-world 3D objects, 

(4) a fourth plurality of 3D models corresponding to 
those 3D spaces that are depicted within the first plurality of 2D 
images , 

(5) a fifth plura/Lity of 3D models corresponding to the 
3D objects that are depicted within the second plurality of 2D 
images, and 

(6) a sixth plurklity of object-based rules; 
first communicating flrom the server upon a digital 

communications network tola client the (1) first plurality of 2D 
images of real -world 3D spaces, the (2) second plurality of 2D 
images of real-world 3D objects, and the (3) third plurality of 2D 
icons corresponding to the second plurality of 2D images of real- 
world 3D objects; 

ent a (la) selected real-world 2D scene 
first plurality of 2D images, and a (3a) 
selected 2D icon from among the (3) third plurality of 2D icons 
which (3a) selected 2D icon does correspond to a (2a) selected 2D 
object image from among :he (2) second plurality of 2D object 
images ; 

sizing and placing pt the client the (3a) selected 2D icon 

real -world 2D scene image; 
from the client upon the digital 
communications network td the server the sized and placed (3a) 
selected 2D icon within tihe (la) selected real-world 2D scene 
image ; 

selecting at the server from among the (4) fourth plurality 
of 3D models a (4a) 3D model of the real-world space corresponding 



selecting at the cl 
image from among the (1) 



within the (la) selected 
second communicat incf 
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to the (la) selected real-worljd 2D scene image, and from the (5) 
fifth plurality of 3D models f (5a) 3D model of the real-world 3D 
object ; 

generating at the served from the (4a) 3D model of the real- 
world space, the (5a) 3D model of the real -world object and the 
(6) plurality of object-based rules, a (7) static perspective view 
of a (7a) 3D real-world object corresponding to the (3a) selected 
icon properly located and otiented relative to a (7b) 3D real- 
world space corresponding t/o the (la) selected real-world 2D scene 
image ; and 

third communicating ftom the server upon the digital 
communications network to jthe client the generated (7) static 
perspective view; 

wherein from this third-communicated (7) static perspective 
view the (7a) 3D real-world object properly located and oriented 
relative to the (7b) 3D rpal-world space may be observed at the 
client; and 

from the client upon the digital 
the server a sales order to physically 
f the (7a) 3D real-world object; 
e sales order for the (7a) 3D real-world 

(7) static perspective view showing at 
al-world object properly located and 
(7b) 3D real-world space 



fourth communicating 
communications network t 
provide a real specimen 

wherein obtaining t 
object is promoted by the; 
the client the (7a) 3D r$ 
oriented relative to the 



23 . The interactive met 
according to claim 22 ex 
furnishings wherein 

the originating at 
images depicting rooms, 
depicting furnishings, ( 



lod for selling real-world objects 
rcised for the purpose of selling 



server is of (1) a first plurality of 2D 
(2) a second plurality of 2D images 
[3) a third plurality of icons 
corresponding to the second plurality of furnishing images, (4) a 
fourth plurality of 3D models corresponding to the rooms that are 
depicted within first pljurality of 2D room images, (5) a 
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fifth plurality of 3D models corresponding to the furnishings that 
are depicted within second plurality of 2D furnishing images, and 
(6) a sixth plurality of rulep regarding how furnishings fit 
within rooms; 

the first communicating /from the server upon a digital 
communications network to th^ client is of (1) the first plurality 
of 2D room images, (2) the Second plurality of 2D furnishing 
images, and (3) the third plurality of furnishings icons; 

the selecting at the client is of a (la) selected real-world 
2D room image from among tfhe (1) first plurality of room images, 
and 

(3a) a selected furnishiing icon from among the (3) third 
plurality of furnishing icons, which (3a) selected furnishing icon 
does correspond to (2a) a selected furnishing image from among the 
(2) second plurality of /furnishing images; 

the sizing and plaqing at the client is of the (3a) selected 
furnishing icon within tjhe (la) selected 2D room image; 



the second communi 
communications network 



ating from the client upon the digital 
:o the server is of the sized and placed 
(3a) selected furnishing icon within the (la) selected 2D room 
image ; 

the selecting at tthe server from among the (4) fourth 
plurality of 3D models is of a (4a) 3D model of the room 
corresponding to the (la) selected 2D room image, and from the (5) 



fifth plurality of 3D it 
corresponding to the (3 

the generating at 
(5a) 3D furnishing mode 
rules, is of a (7) stat 
corresponding to the (3 



odels a (5a) 3D model of the furnishing 
a; selected furnishing icon; 

the server from the (4a) 3D room model, the 
1 and the (6) plurality of furnishing 
ic perspective view of a (7a) 3D furnishing 
la) selected furnishing icon properly 
located and oriented within a (7b) 3D room corresponding to the 
(la) selected 2D room image; and 

the third communicating from the server upon the digital 
communications network no the client is of the generated (7) 
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static perspective view; 



wherein from 
view the (7a) 3D 
the (7b) 3D room 



this third-communicated (7) static perspective 
furnishing properly located and oriented within 
may be observed at the client; and 



the fourth communicating from the client upon the digital 



communications ne 



twork to the server is of a sales order to 



physically provide a real specimen of the (7a) 3D furnishing; 

wherein obtaining the sales order for the (7a) 3D furnishing 

is promoted by the (7) static perspective view showing at the 

client the (7a) 3D furnishing properly located and oriented within 
the (7b) 3D room. 



24 . The interact 
claim 22 

wherein at 1 
fifth pluralities 



26. The interact 
claim 24 further 



ive method for selling furnishings according to 

east one of the server's first, second, third and 
is proprietary. 



25. The interactive method for selling furnishings according to 
claim 24 

wherein all 
pluralities are 



of the server's first, second, third and fifth 
rietary . 



P ro P 



ve method for selling furnishings according to 
comprising : 

wherein the originating at a server is further of (8) a set 
of available lighting effects; 

wherein the first communicating from the server upon a 
digital communications network to the client is further of the (8) 
set of available lighting effects; 

wherein the selecting at the client is further of a (8a) 
selected lighting eflfect from among the (8) set of lighting 
effects; \ 

wherein the second communicating from the client upon the 
digital communications network to the server is further of the 
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(8a) selected lighting effect; 

wherein the generating at the server is further of the (7) 
static perspective vijew as illuminated by the (8a) selected 
lighting effect; andi 
5 wherein the thitd communicating from the server upon the 

digital communications network to the client is of the generated 
(7) static perspective view as illuminated by the (8a) selected 
| lighting effect. 

27. The interactive method for selling furnishings according to 
10 claim 26 

wherein the selecting is performed by an interior designer at 
the client . 
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28. The interactive method for selling furnishings according to 
claim 24 further comprising: 

wherein the originating at a server is further of (9) a set 
of available textures and colors; 

irst communicating from the server upon a 
ions network to the client is further of the (9) 



wherein the f 
digital communicat 



set of available textures and colors; 



wherein the £ 
selected textures 
and colors; 

wherein the £ 
digital communicat 
(9a) selected text 



electing at the client is further of a (9a) 
and colors from among the (9) set of textures 

econd communicating from the client upon the 
ions network to the server is further of the 
ures and colors; 
wherein the generating at the server is further of the (7) 



static perspective 
selected textures 



view as textured and colored by the (8a) 
and colors; and 
wherein the third communicating from the server upon the 
digital communications network to the client is of the generated 
(7) static perspec :ive view as textured and colored by the (8a) 
selected textures $nd colors. 
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29. The interactive metho<p for selling furnishings according to 
claim 28 

wherein the selecting is performed by an interior designer at 
the client. 

30. The furnishings sale/s method according to claim 28 
wherein the image generation system produces a 2D virtual 

image of the room where all textures are scaled and oriented to 
the three-dimensional oojects in which the textures appear. 



10 
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31. The interactive mejbhod for selling furnishings according to 
claim 24 

wherein the selecting is performed by an interior designer at 
the client. 



32. The interactive method for selling furnishings according to 
q claim 3 0 that, betweem the third communicating and the fourth 

ll5 communicating, further comprises: 

■=2 fifth communicattng upon the digital communications network 

l!u from the interior designer at the client to the server a request 

\Jrl for a real physical sample of something in the generated and 

q displayed 3D image on the room with furnishings; and 

-20 physically prov: ding the requested sample to the interior 

designer . 

33. The interactive method for selling furnishings according to 
claim 32 

wherein the fifth communicating is of a request for a fabric 
25 or carpet swatch; anJ 

wherein the physically providing is of the requested swatch. 



34. The interactive jmethod for selling furnishings according to 
claim 32 

wherein the fiftlh communicating is of a request for a paint 



or stain color /sample ; and 

wherein the physically providing is of the requested paint or 
stain color sample . 

35. The interactive method for selling furnishings according to 
claim 32 I 

wherein tlhe fifth communicating is of a request for a 
wallpaper sample; and 

wherein tjhe physically providing is of the requested 
wallpaper sample. 

36. The interactive method for selling furnishings according to 
claim 32 that] after the fourth communicating, further comprises: 

making tile real product depicted by the (7a) 3D furnishing 
model which has, until acceptance of the order, never existed save 
as a virtual ilmage . 

37. An interactive method of promoting and selling real-world 
obj ects comprising : 

originating at a server upon a digital communications network 

(1) A first plurality of 2D images depicting real-world 
3D scenes, 1 

(2) alsecond plurality of 2D images depicting real- 
world 3D objects, 

(3) a third plurality of 2D icons corresponding to the 
second pluralityiof 2D images depicting real-world 3D objects, 

(4) a flourth plurality of 3D models corresponding to 
the 3D scenes that are depicted within first plurality of 2D 
images of real-wonld 3D spaces, 

(5) a fifth plurality of 3D models corresponding to the 
3D objects that are\ depicted within a second plurality of 2D 
images of real -world 3D objects, and 

(6) a sixth plurality of object-based rules; 
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first communicating from the server upon a digital 
communications network to| a client the (1) first plurality of 2D 
images of a real-world 3d space, the (2) second plurality of 2D 
images of real-world 3D objects, and the (3) third plurality of 2D 
5 icons corresponding to tpe second plurality of 2D images of real- 
world 3D objects; 

selecting at the client a (la) selected real-world 2D scene 
^ image from among the (it) first plurality of 2D scene images, and a 

(3a) selected 2D icon nrom among the (3) third plurality of 2D 
10 icons which (3a) selectted 2D icon does correspond to a (2a) 

selected 2D object ima<pe from among the (2) second plurality of 2D 
object images ,- 

l -= sizing and placinjg at the client the (3a) selected 2D icon 

I'n within the (la) selectled real -world 2D scene image; 

■ z tS second communicatjing from the client upon the digital 

communications networM to the server the sized and placed (3a) 
selected 2D icon withjjn the (la) selected real-world 2D scene 
"~ 4 image ; 

! : 3 selecting at the Iserver from among the (4) fourth plurality 

l So of 3D models a (4a) 3D model of the real-world scene corresponding 
p|Ts to the (la) selected deal-world 2D scene image, and from the (5) 

Q fifth plurality of 3D |models a (5a) 3D model of the real-world 3D 

!,al object; 

generating at thej server from the (4a) 3D model of the real- 
25 world space, the (5a) |3D model, of the real-world object, and the 
(6) plurality of obj eqt-based rules, a (7) perspective view of a 
(7a) 3D real-world object corresponding to the (3a) selected icon 
properly located and opriented within a (7b) 3D real-world scene 
corresponding to the (CLa) selected real-world 2D scene image; and 
30 third communicat ipg from the server upon the digital 

communications network] to the client the generated (7) perspective 
view; 

wherein from this 1 third-communicated (7) perspective view the 
(7a) 3D real-world obj act properly located and oriented within the 



- 64 - 



10 



LI I 



LMo 



25 



30 



(7b) 3D real-world scene may be observed at the client; and 

fourth communicating from the client upon the digital 
communications network tb the server a sales order to physically 
provide a real specimen pf the (7a) 3D real-world object; 

wherein obtaining tpe sales order for the (7a) 3D real-world 
object is promoted by tne (7) perspective view showing at the 
client the (7a) 3D realjworld object properly located and oriented 
within the (7b) 3D realj-world scene. 

38. The interactive method for selling real-world objects 
according to claim 37 ^xercised for the purpose of selling 
furnishings wherein 

the originating at a server is of (1) a first plurality of 2D 
images depicting rooms!, (2) a second plurality of 2D images 
depicting furnishings, (3) a third plurality of icons 
corresponding to the second plurality of furnishing images, (4) a 
fourth plurality of 3D models corresponding to the rooms that are 
depicted within first [plurality of 2D room images, (5) a 

fifth plurality of 3D [models corresponding to the furnishings that 
are depicted within sicond plurality of 2D furnishing images, and 
(6) a sixth plurality] of rules regarding how furnishings fit 
within rooms; 

the first communicating from the server upon a digital 
communications network to the client is of (1) the first plurality 
of 2D room images, (2H the second plurality of 2D furnishing 
images, and (3) the third plurality of furnishings icons; 

the selecting at the client is of a (la) selected real-world 
2D room image from amqng the (1) first plurality of room images, 
and 

(3a) a selected furnifehing icon from among the (3) third 
plurality of furnishing icons, which (3a) selected furnishing icon 
does correspond to (2al a selected furnishing image from among the 
(2) second plurality ofi furnishing images; 

the sizing and placing at the client is of the (3a) selected 



furnishing icon within tihe (la) selected 2D room image; 

the second communicating from the client upon the digital 
communications network to the server is of the sized and placed 
(3a) selected furnishing icon within the (la) selected 2D room 
image ; 

the selecting at tihe server from among the (4) fourth 
plurality of 3D models/ is of a (4a) 3D model of the room 
corresponding to the (71a) selected 2D room image, and from the (5) 
fifth plurality of 3D/models a (5a) 3D model of the furnishing 
corresponding to the K3a) selected furnishing icon; 



the generating 



5a) 3D furnishing mcdel and the (6) plurality of furnishing 



rules, is of a (7) s 
corresponding to the 
located and oriented 
(la) selected 2D roofr 
the third commuh 



the server from the (4a) 3D room model, the 



atic perspective view of a (7a) 3D furnishing 
(3a) selected furnishing icon properly 
within a (7b) 3D room corresponding to the 
image ; and 

icating from the server upon the digital 



communications network to the client is of the generated (7) 
static perspective v|Lew; 

wherein from th 
view the (7a) 3D fun 
the (7b) 3D room may 

the fourth comm 



s third-communicated (7) static perspective 
ishing properly located and oriented within 
be observed at the client; and 
nicating from the client upon the digital 
communications netwotk to the server is of a sales order to 
physically provide a I real specimen of the (7a) 3D furnishing; 

wherein obtaining the sales order for the (7a) 3D furnishing 
is promoted by the (1) static perspective view showing at the 
client the (7a) 3D fuprnishing properly located and oriented within 
the (7b) 3D room. 



39. The interactive method for selling furnishings according to 
claim 37 wherein at least one of the server's first, second, third 
and fifth pluralities Is proprietary. 
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40. The interactive njethod for selling furnishings according to 
claim 39 

wherein all of thje server's first, second, third and fifth 
pluralities are proprietary . 



10 



:=£"5 
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41. The interactive rjiethod for selling furnishings according to 
claim 3 9 further comprising: 

wherein the originating at a server is further of (8) a set 
of available lightingj effects including realistic lighting and 
shadows ; 

wherein the firit communicating from the server upon a 
digital communications network to the client is further of the (8) 
set of available ligpting effects; 

wherein the selecting at the client is further of a (8a) 
selected lighting effect from among the (8) set of lighting 
effects ; 

wherein the setfcond communicating from the client upon the 
digital communications network to the server is further of the 
(8a) selected lighting effect; 

wherein the geierating at the server is further of the (7) 
static perspective view as illuminated by the (8a) selected 
lighting effect; anc 

wherein the third communicating from the server upon the 
digital communications network to the client is of the generated 
(7) static perspective view as illuminated by the (8a) selected 
lighting effect. 



43. The interactiv 
claim 39 further co 



e method for selling furnishings according to 



42. The interactive 
claim 41 

wherein the sellecting is performed by an interior designer at 
the client. 



5 method for selling furnishings according to 
prising : 
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wherein the originating at a server is further of (9) a set 
of available textures /and colors; 

wherein the first communicating from the server upon a 
digital communications network to the client is further of the (9) 
set of available textures and colors; 

wherein the selecting at the client is further of a (9a) 
selected textures ai^d colors from among the (9) set of textures 
and colors; 

wherein the sefcond communicating from the client upon the 
digital communications network to the server is further of the 
(9a) selected textures and colors; 

wherein the generating at the server is further of the (7) 
static perspective view as textured and colored by the (8a) 
selected textures [and colors; and 

wherein the third communicating from the server upon the 
digital communications network to the client is of the generated 
(7) static perspective view as textured and colored by the (8a) 
selected textures! and colors. 



i[y 44. The interactive method for selling furnishings according to 

110 claim 43 

n i 

: ST 

q wherein the ^electing is performed by an interior designer at 

j ~ s the client . 



25 



45. The furnishings sales method according to claim 43 

wherein the image generation system produces a 2D virtual 
image of the room where all textures are scaled and oriented to 
the three-dimensional objects in which the textures appear. 



30 



46. The interactivp method for selling furnishings according to 
claim 39 

wherein the selecting is performed by an interior designer at 
the client. 



1 
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47. The interactive method for selling furnishings according to 
claim 45 that, betjween the third communicating and the fourth 
communicating, further comprises: 

fifth communicating upon the digital communications network 
from the interior/ designer at the client to the server a request 
for a real physical sample of something in the generated and 
displayed 3D image of the room with furnishings; and 

physically /providing the requested sample to the interior 
designer . 



48. The inter 
claim 47 

wherein the 
or carpet swatc: 

wherein the 



ctive method for selling furnishings according to 



49. The interci 
claim 47 

wherein ti 
or stain color 



fifth communicating is of a request for a fabric 
h ; and 

physically providing is. of the requested swatch. 



ctive method for selling furnishings according to 



e fifth communicating is of a request for a paint 
sample; and 

wherein the physically providing is of the requested paint or 
stain color sample. 



50 . The intera 
claim 47 

wherein th 



tive method for selling furnishings according to 



fifth communicating is of a request for a 
wallpaper sampld; and 

wherein the! physically providing is of the requested 
wallpaper sample!. 



51. The interactive method for selling furnishings according to 
claim 39 that, aflter the fourth communicating, further comprises: 

making the rfeal product depicted by the (7a) 3D furnishing 
model which has, until acceptance of the order, never existed save 



as a virtijal image. 

52. A method of interactive advertising comprising: 
delivering to a prospective customer of some customer- 
selected product a virtual /image of the product located within a 
virtual scene, the virtual/ scene permissively including still 
other virtual objects, the delivering arising from 

first interacting upon a digital communications network 
between (i) a server comguter having a first palette of virtual 
images of scenes, and a second palette of virtual images of 
products and objects, ana 

(ii) a client /computer where the prospective customer 
selects (1) a scene imagk from among the server computer's first 
palette, and also (20 at l^ast one product image, and other object 
images, from the server comauter's second palette, 

so as to {ij) CLocatJe the product, and object, images 
within the scene/ image, and 

(ii) produce fat the server computer to the prospective 
customer an image af cU customer-selected scene in which appears 
images of a prospe|Ctive^€w^6omer-selected product and other 
selected objects^ I 

wherein the prospective customer at the client computer has 
interacted upon the digital communications network and with the 
server computer to interactively produce a scene in which the 
customer- selected-product is advertised . 

53. The method of interactive advertising according to claim 52 
wherein the delivering to the prospective customer is of a virtual 
image of a furnishing located within a virtual scene of a room, in 
accompaniment to virtual images of other room furnishings; 

wherein the prospective customer has interacted to produce a 
scene in which the customer- selected furnishing product is 
advertised. / 
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54. The method of interactive/ advertising according to claim 52 
wherein the delivering to the /prospect ive customer is of a virtual 
image of a vehicle located within a virtual outdoor scene, in 
accompaniment to virtual images of other vehicles; 

wherein the prospective / customer has interacted to produce a 
scene in which the customer-jbelected vehicle product is 
advertised . 



10 



110 

3° 



25 
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55. The method of interactive advertising according to claim 52 
that, after the delivering^ furuher comprises: 

making the real prc^u^t depicted by the displayed customer- 



selected-product which/hasjt until 
existed save as a virjcual /i/tnjage 



acceptance of the order, never 



56. A method of delivering/ an interactive advertisement, the 
method comprising: 

printing a magazine liA which appears a product advertisement 
making reference tp an aiysooi^£^i universal resource locator (URL) 
upon a worldwide c^munijcat ions network; 

delivering the\^gezine to a prospective consumer; 
accepting, by initiation of a client computer of the 
prospective consumer a /request communicated across the worldwide 
communications network /to a server computer at the URL, an 
entreaty, fostered by the advertisement, to deliver to the 
prospective customer a/ composite image of the product located 
within a background sqene of the prospective customer's own 
choosing, the composit/e scene permissively including still other 
objects ; 

delivering the ribquested image from the server computer to 
the client computer upon the worldwide communications network by 

1) first interacting upon the digital communications 
network between 

the sferver computer having (i) a first palette of 
images of different background scenes, (ii) a second palette of 



# 
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images of products including thi product, and (iii) a third 
palette of images of objects, and 

the client computer where the prospective customer 
selects (a) a background scene/ image from among the server 
computer's (i) first palette cff background scene images, and also 
(b) at least one image of the /product from (ii) the second palette 
of product images, and permissively also (c) still other object 
images from (iii) the third pjalette of object images, 

the (b) product image, and 
t image, within the (a) background 



so as to loca 
permissively also an (c) ob-j- 
scene image, and then 

2) producing at t 
to the prospective cjdstome 
communications network the, 
customer- selected beckgro 
a prospect ive- customer- s^l 
other selected objects; 

wherein the prospefcti 
interacted upon the dygit 



fe server computer for communication 
s cJLient computer across the worldwide 
omppsite image of the prospective- 
scene in which appears the images of 
ted product and permissively also 



custome 



at the client computer has 
communications network, and with the 
server computer, td->lntercfct ively produce a composite scene in 
which the prospect ive-customer- selected-product is advertised in 
context of a prospective -customer-selected background scene. 



57. The method of delivering an interactive advertisement 

according to claim 56 
25 wherein the delivering to the prospective customer is of a 

composite image of a furnishing located within a background scene 

of a room, optionally ip accompaniment to object images of other 

room f urni shings ; 

wherein the prospective customer has interacted to produce a 
30 composite scene in whi<ph the customer- selected furnishing product 

is advertised. 



58. The method of delivering an interactive advertisement 
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according to claim 56 

wherein the delivering to the prospective customer is of a 
composite image of a vehicle located within an outdoor background 
scene, permissively in accompaniment to images of other objects; 

wherein the pro^pec/:iye customer has interacted to produce a 




composite scene m 
advertised. 

5 9 . The method o 
according to claim 56 
comprises : 

accepting at the serve 
the worldwide communic 
product depicted in th 



e customer-selected vehicle product is 



i&q an interactive advertisement 
tjhat , after the delivering, further 

r computer from the client computer across 
itions network a purchase order for the 
composite scene. 



